The popularity of smartphones and mobile communications has made mobile phones and game addictions like "electronic opium" spread. The World Health Organization (WHO) officially listed "gaming disorders" as mental illness at the beginning of this year. In 2018, it is expected to encourage more experts to invest in relevant medical research, so that addicts have more resources to seek help. The researchers used the method of Textual and Discourse Analysis. The narrative document not only reflects norms, but also shapes norms: human behavior is based on social structure, but in turn constructs social structures. The findings are that human beings are destined to live in a virtual world. There is no good or evil, only how to choose. We can also use the electronic virtual world to help our lives.
Literature Review

Medical Care is a Challenge
The latest version of the International Classification of Diseases and Related Health Problems (2018) [5] officially lists game addiction as a form of mental illness, and WHO will continue to inform governments to incorporate game addiction into the health care system [6] . At the beginning of the year, when WHO (2018) first listed "game disorder" in the list of mental illnesses, it caused a discussion. The fifth edition of the psychology diagnostic manual DSM-V, which is currently used by psychologists, has not listed game addiction as Disease is only considered to be a case that requires further research. There is also a group of people who are worried that this may deepen the unnecessary panic when parents judge whether their children are "game lovers" or "addicts". Some people may not be addicted, but they may be classified as a kind of Diseases, how countries will take care of medical care will be a big challenge. And in the era of rapid technological evolution, playing electric power may also have social interaction components. Today, digital life and daily life have been blended to some extent, so parents do not have to panic because of the latest revision of WHO. Forcing isolation from video games is not necessarily the best practice [7] .
In addition, the doctor will not immediately start to diagnose the "game disorder" of the patient, because the latest revised version of ICD-11 must be voted at the World Health Assembly in May 2019. It will not be implemented until January 2022, and WHO will only promote it to all countries in the world. It does not have the right to require countries to adopt it. Governments still have the right to adopt it (WHO, 2018) [1] .
Asian Countries Face Game Addiction Practices
According to statistics, there are currently about 2.6 billion game populations in the world [8] . With the well-known game Fortnite, the average annual revenue will be 300 million US dollars [20] . The global annual revenue of the game industry is estimated to grow 31% within 3 years. Reached $180 billion [9] . The video game industry is not
